
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

 

 

Welcome to the 2’nd annual  

WORLD TEAM CHAMPIONSHIP, the 
Butcher’s edition! 
 

 

 

 

 

 

Does your team have what it takes to become the 
world’s best GUILD BALL team? 
 

 

 

  



What is the WTC? 

The World Team Championship (WTC) is an annually run international team tournament for the game of GUILD BALL. The WTC is run by an independent, 
non-profit organisation. As is the second edition for GUILD BALL. For efficiency, the timing and location will currently be identical to the WARMACHINE & 
HORDES WTC. This is also because a number of players love both games. Players will have the opportunity to compete in the game of their choice, and maybe 
have a grudge match or two in the other system. The host nation for 2018 is Poland.  

The WTC is a tournament open to any country that is home to an active GUILD BALL playing community and possesses a willingness to participate within the 
rules and spirit of the event. We encourage all players and communities to get behind and support the WTC, so together we can work towards helping the 
global community grow.  

Before we go any further, it would be prudent to let you know that the best place to keep up to date with the latest news and updates is our webpage: 
https://wmhwtc.wordpress.com/  

Additionally, we have set up social media that will be used by the WTC Committee to broadcast information as it comes to hand and an official WTC forum to 
allow discussion between teams and with the organisers.  

 Facebook: facebook.com/worldteamchampionship  

 Facebook: facebook.com/gbworldteamchampionship/ 

 Twitter: twitter.com/wmh_wtc  

 Forum: http://wmh-wtc.com/forum/index.php  

Data from past events can be found on our results webpage:  

 http://wmh-wtc.com.  

So, a huge welcome to all GUILD BALL players out there that have a passion for their country and tournament play!  

If you have any questions/comments/suggestions feel free to contact us via our Facebook page or the email address: GuildBall.WTC@gmail.com.  

On a final note whilst the WTC is supported and acknowledged by Steamforged Games LTD, it is an independently run event and is not affiliated with 
Steamforged Games LTD in any way. 

 

The 2nd annual Guild Ball WTC will be held in September 2018 so the countdown has begun to what promises to be the largest event on the calendar of 
GUILD BALL players around the world.  

 
WHEN IS IT ALL HAPPENING?  
Friday 14th – Sunday 16th September, 2018  



WHERE?  
Sangate Hotel Airport (http://www.sangate-hotel.pl/en/) 

Komitetu Obrony Robotników 32 
02-148 Warszawa 
 
WHO?  
As this is the 2st edition, we’re allowing 2 teams per nation on a first registration, after which we will be most likely giving an option to add a 3trh team to the 
event. 

See released timelines.  

http://wmh-wtc.com/ 

 

 

 

  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 



1. Tournament Game Rules 
 
1.1. TEAM RULES 

 The WTC is a team event with each team comprised of three (3) players.  
 A maximum of 48 teams will be accepted at the 2018 WTC. 
 For now, a maximum of 3(4) teams from any country will be allowed to compete at the WTC. 
 All 3 players within each team must have a current residential address for the country they are representing at the WTC. 
 Each country is allowed to have 1 non-country affiliated “mercenary” on their teams if granted permission upon request by the WTC 

Committee. 
 

1.2. GAME SYSTEM 
 The WTC is run under the official GUILD BALL game system as published by Steamforged Games LTD. 
 The most recent official Regional Cup rules published by Steamforged Games LTD will be enforced for the WTC. 
 The tournament will require each player to submit a roster.  
 To create a roster, a Player chooses a Guild or minor guild and selects up to 10 models that may play for that (minor)Guild. This roster must 

consist of 1-2 [Captain] models, 1-2 [Mascot] models, and 3 - 8 Squadies models that play for the selected Guild. 
 Players may select both an original and a Veteran version of a single named model in their 10 model rosters. 
 Players that did not choose the Union as their Guild may only select a single eligible Union model for their roster, if the minor guild is not yet 

released 
 Across a team, no captain may be repeated. 

o Blacksmith players must submit 3 masters as potential captains.  They may only play these masters as captains during the event. 
Selected captain-masters may not be shared as captain-masters across a team. 

 The standard Regional Cup timings will be used.  
 Chess Clocks should be set to 45 minutes per Player. 
 Admin/Clocked Out time is 10 minutes’ total with clocked out. 
 Players being allowed 1 minute activations. 
 Round Length is 110 minutes’ total (and includes pairing). 
 If an official rules erratum is released prior to the event, the errata will be in effect at the event. 
 The WTC will be run over two (2) days consisting of five (5) rounds, three (3) on Saturday and two (3) on Sunday. 

 
1.3. ROUND PAIRINGS  

 The WTC employs an interesting and challenging method for determining the pairings of players within opposing teams for each 
round.  

 Team A assigns a player/guild to table 1 whilst team B assigns a player/guild to table 3 simultaneously. 
 The assigned players are revealed, and each teams selects an opponent from their remaining two. 



 The two players which remain at the end of the pairing, compete on table 2.  
 

1.4. TOURNAMENT SCORING 
 Winning the round! The team that gains 2 or more victories from the 3 games in a round is declared the winner and receives one 1 

tournament point. The losing team receives 0 points. 
 There will be 3 tiebreakers 

o Each team’s strength of schedule “SoS” will be calculated and will be used as the 1st Tie-breaker 
o Than the teams opponents strength of Schedule kicks in as the “OSoS” 2nd tie-breaker 
o Individual matches won  

 Software might force last minute changes, in this case we’ll make sure to announce it prior to the tournament! 
 

1.5. SPECIAL TEAMS 
 Players that are not members of a team, but want a chance at participating as a “mercenary”, should contact the Organizing Pundits by email 

(GuildBall.WTC@gmail.com), stating whether they are interested in playing as mercenary, in Team United Nations, or either 
 If interest is great enough we will be hosting a singles event 

 
1.6. MERCENARIES 

 Teams may apply to have up to 1 Mercenary player from outside their nation join their national team. The purpose of having a Mercenary on 
a team is to help that team fill their slots up because they could not find anyone else from their country able to attend the event. It is not 
meant as a way to gain a competitive advantage by cherry-picking certain players when national players are willing to come. There will be 
exceptions to this guideline. Teams are encouraged to contact the Organizing Pundits to discuss their particular situation. 

 A team that is missing a player should contact the Organizing Pundits. We will provide the Manager with information about the mercenary 
players currently available. The Manager should also try to find their own Mercenary player and bring those options to the Organizing Pundits 
for consideration. The decision which player is selected is made by the Manager of the team in conjunction with the Organizing Pundits.  

 
1.7. TEAM UNITED NATIONS 

 In case of an odd number of teams, the WTC Committee will form Team UN. Players applying for Team UN have to bear in mind that their 
spot at the WTC is not confirmed, and may be cancelled in case a team unexpectedly withdraws. The Committee’s main goal is to have an 
even number of teams. Ample notice will be given to Team UN of a withdrawal. 

 The membership of the Team UN is decided by WTC Committee. It will not be on first-come-first-serve basis. We will give priority to players 
from a country that does not have a team, and try to avoid having more than one person from the same country. 

 
1.8. TOURNAMENT PAINTING & CONVERSION  

 All 10 models, including the goal marker/ball must be painted! (in contrary to the standard SFG OPD) 



 WTC does follow the other Modelling and Painting rules as described in the Regional Cup rules. Minor discrepancies can be considered by the 
head referee on site. 

o If a team has one player which doesn’t adhere to this standard, that team will suffer a penalty of always losing the team roll-off. 
o If they have more than one player not adhering to the painting standard, then they always lose the team roll-off and each unpainted 

player will have their table edge and matchups decided by the opposing team. 
 Our policy on model conversions is that models must be easily identifiable on the table top i.e. your opponent should be able to easily 

recognise all the models in your army. 
 

1.9. LOGISTICS  
 

 Homemade damage grids are allowed. However, you must ask your opponent if they are OK for you to use them and also understand how 
you will use them. We recommend bringing the official cards 

 The Organizing Pundits take no responsibility for any app or mobile phone failures/difficulties on site.  
 While players are free to use any language, or translated player aids, the official language of the WTC is English, and all players are required to 

have the English versions of their cards on hand. All rule disputes will use the English version of the rules as reference. 
 Chess clocks will be provided by the WTC. 
 Scenery will be provided by the WTC. 

 
1.10. AWARDS 

 1st, 2nd and 3rd place 
 1st, 2nd and 3rd Best Painted Army 
 Most amazing Goal design and paint job 
 Wooden Spoon 

 
 

 

 

 

 

 

 



 

  



 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 
 
 
 
The WTC stands as one of the highest examples of competitive team gaming on the Guild Ball calendar. As such, we feel the painting and hobby aspect of the 
event also needs to be a leading example of the creative talents of our players. Judging any painting competition is highly subjective and there can be 
controversy around results. Therefore we have aimed to present a clear set of rules and guidelines to allow our attendees some understanding of how and 
why we will judge the way we do. 
 
Our aim is to showcase some of the superb armies we will see at the event, and the skilled artisans behind them. 
 



2. Painting Competition Rules 
 
2.1. CORE RULES 

 The 2018 WTC painting competition is open to all teams being used during the 2018 event. 
 Painters must include all ten (10) miniatures and their goal marker. 
 If a painter has loaned their miniatures to another player, this army can be included in the judging process and is eligible to win any prizes deemed 

earned. Players must gain written consent from their painter if the army is to be considered for the painting competition. 
 Painters can be awarded prizes for multiple teams, if they have more than one qualifying team being used at the event. 
 The WTC will be enforcing the Steamforged Games LTD painting and conversion guidelines where relevant; please familiarise yourself with them. 
 The judges’ decision is final, and no correspondence will be entered into. 

 
2.2. THE JUDGES 

 There will be five judges taking part in the process. This is to ensure we have a balanced mix of taste and painting background. 
 The judging team will include: 

o One of the WTC pundits 
o Two experienced competition painters (technical painters) 
o Two experienced competition gamers (tabletop painters) 

 
2.3. JUDGING 

 All teams to be considered for judging must be displayed on the last table played on before lunch on the Saturday of the event. 
 Players must display all nine (10) miniatures and their goal marker. 
 All teams must be accompanied by a competition form filled out completely. 
 Judges will short-list all teams they feel deserve closer inspection and mark them with a golden ticket. 
 The judging team will then consider all the teams and judge them according to five criteria: Technique, Conversion, Basing, Consistency and 

Overall Appearance. 
 The top three teams will be chosen and ranked from first to third. 
 Teams can be collected after judging is completed, but we would appreciate them being left on display where possible to allow attendees to view 

and admire the talent on show. 
 

2.4. CRITERIA 

Five criteria will be used to assess the short listed teams. As mentioned, painting can be very subjective and there is no simple metric by which judging 
will happen. However, here are some guidelines to help painters understand what judges will be looking at. 

 Technique: How well does the painter master their art? Is paint applied smoothly and neatly? What blending techniques have been used? Is there 
freehand and OSL suitable to the theme of the force? 



 Conversion: Do any of the miniatures in the team include conversions? Are the conversions executed well, to the point of not appearing to be 
conversions? Have all gaps been filled and mould lines removed? 

 Basing: Is there a clear basing theme to the team, with all models matching? Has the painter used resin bases, or customised them in any way? Is 
there more to the basing than simple “rock and flock”? 

 Consistency: Does the colour scheme and painting match across all models in the team? Are all the models painted to the same standard? Does 
the team feel like a cohesive whole? 

 Overall: What is the “Wow Factor” of the force? Does it leap off the table and grab your attention? Is the colour scheme a “standard” one, or is it 
something unique? What makes this team worthy of winning over any others? 
 

We plan on taking photographs of all the winners and qualifying teams and will present them through galleries on the WTC website and Facebook page 
after the event. We look forward to seeing all the amazing work the painting community brings to the event. Direct any questions to 
GuildBall.WTC@gmail.com. 

 
 

 

 

 

 

 

 

  



 

 

 

 

 

 

 

  



3. WTC Timeline! 
 
3.1. TEAM NOMINATION ROUND: 1ST April, 2018 

 Each country can register up to three (3) teams of 3 players. Additional teams might be allowed in a later stage. 
 Countries do not have to nominate the players of their teams at this time, they merely reserve a spot in the tournament for their team. 
 Payment information can be found on our webpage: https://wmhwtc.wordpress.com/wtc-payments/ 

 
3.2. PUBLISHING THE ATTENDING TEAMS: 1ST May, 2018 

 This is the deadline for applying. 
 The Organizing Pundits will announce the participating teams. 

 
3.3. TEAM CONFIRMATION AND FINAL PAYMENT: 1ST June, 2018 

 The final payment for all teams is required to be paid at or before this date (minus the EUR 90 deposit). 
 The final payment is non-refundable. 
 If teams fail to pay by this date, their ticket will be made available to the next team that wants to attend. 

 
3.4. TEAM LINE UP SUBMISSIONS: 26ST July, 2018 

 Team managers are required to confirm their team line ups by this date. This includes their team name, manager’s name and the names of other 
players in the team (GuildBall.WTC@gmail.com). 

 Any reserve players should be listed at this time as well. 
 

3.5. LIST SUBMISSIONS: Prior to 20TH August 
 Team rosters for all players (including reserve players) in the team are also due by this date. 
 The official team roster pages per team should be attached and send to GuildBall.WTC@gmail.com. Lists should not be submitted as separate files 

by players.  
 All rosters will be checked for legality and then published to the WTC website at the same time, usually within a week’s time. 

 
3.6. MAIN EVENT: 14ND TO 16TH September, 2018 

The time for practise is over; the WTC begins! 
Additional information gets published on our webpage and Facebook page; it is strongly recommended that you like and follow us there to keep abreast 
of further announcements and clarifications. 

 

 



  



 
 
 
 
 
 
 
 


